Articles in this special issue
The selected 35 papers are organized in the following nine sessions, covering the fundamentals as well as the most advanced research topics in computer graphics.
Rendering:
The first session consists of three papers on the state-of-the-art rendering methods. H. Yuan and C. Zheng propose an adaptive method for denoising images rendered with Monte Carlo ray tracing. J. Whittle et al. show how to evaluate an image generated by a global illumination method, with reference to selected candidate metrics that could be used to compare a computer generated image with a ground truth image. Q. Zheng and C. Zheng propose a polynomial regression-based approach for designing a polynomial lens model for synthetic images.
Image and texture:
The first three papers of this session focus on image processing. The paper by H. Hristova et al. proposes a technique for recovering HDR images from flash and non-flash image pairs. J. Jung et al. present a method to correct the upright alignment of a spherical panorama image captured with a consumer-level 360 degree camera. H. Liu et al. propose a pipeline to generate high-speed videos by combining an event stream from an event camera and several images from a conventional camera. The remaining two papers address texture generation and filtering. H. Kang and J. Han present a texture-synthesizing algorithm by decomposing the input texture into feature and non-feature parts. C. Liu et al. propose a novel method for smoothing the multiscale texture with strong gradient while maintaining the weak structure.
Deformation and compression:
This session includes four papers, the first two of which focus on deformation and the others on the compression of animated 3D objects. The paper by D. Yu and T. Kanai aims to enrich the subspace elastic deformation by accounting for local collisions. L. Lan et al. present a medial-axis-driven skin surface deformation algorithm with volume preservation property. J. Chen et al. propose a mesh compression method specialized for cloth animation by taking advantage of the inextensibility of cloth. The paper by A. S. Lalos et al. introduces an interesting approach based on PCA to tackle a difficult problem of supporting fast and efficient lossy compression of arbitrary animation sequences. Surface: This session includes four papers on surface generation and registration. The first paper by P. Hermosilla et al. proposes an efficient level-of-detail technique to improve the performance of generating and visualizing molecular surfaces. The second paper by L. Liu et al. describes a collision-free system for constructing feather on animated 3D objects. The third paper by Jiang proposes a surface registration method based on a consistent as-similar-as-possible energy, addressing the problem of mesh distortion and foldover during transformation. R. Li et al. propose a heuristic measure to convexity, which is a crucial measure of shape properties and plays a fundamental role in shape decomposition, classification and retrieval.
Modeling: This session consists of four papers, each of which aims at exploring a new means of graphical modeling. S. Lu et al. extend 2D marbling techniques to 3D space and use them to introduce space deformation tools for creating artistic 3D models. S. Zhang et al. present a method for enhancing indoor scenes by changing colors of furniture items and adding small objects so that the atmosphere of the scenes matches the user specified guide words. M. Hu et al. describe an algorithm of the distance evaluation from the given point on a 2D plane to an implicit curve. W. Wang et al. propose a method to create light weight 3D models that meet the fabrication requirements, including structural strength and static stability. 
